6- loleco 


es 


WN ume): 
VIDEO GAMES 


June 19-Sept. 28, 2014 











THE RESONANCE 


OF GAMES AS ART 





The short yet extremely prolific forty-year history of the video game 
industry has offered the world some of the most personal and most 
globally connecting experiences in human history. Of course, many 
games never aspire to be anything more than an adrenaline pump, 
where high scores rule and the loosest of stories are employed to 
hold the game together. But there is also a wealth of examples of 
games that force players into uncomfortable moral quandaries, make 
statements about the act of war, and profoundly affect the player by 
using music, environments, and whimsical details. 


The common thread throughout a majority of games, regardless of 
their intents, is that they are an amalgam of art disciplines whose sum 
is typically greater than its parts. This defines a new medium that is 
beyond traditional definitions used in the fine art world. 


—Chris Melissinos, founder of PastPixels 
and curator of The Art of Video Games 














The Art of Video Games is organized into five “eras” that examine the 
evolution of the home gaming console. 


(1970s-—early 1980s) 


Start! represents the beginning of the home video game revolution. 
This was a period of exploration, as artists learned to transform a 
limited number of colors and pixels into castles, mazes, tunnels, star 
fields, and landscapes, and players began to understand a new visual 
language. 


Examples: Combat, Space Invaders, Pitfall!, Pac-Man 


8-BIT 


(Early 1980s-early 1990s) 


The game industry reinvented itself with vigor in the early 1980s after 
a collapse in the market. Game designers and programmers received 
recognition as artists, graphics improved, and games incorporated 
richer storylines. 


Examples: After Burner, The Legend of Zelda, Super Mario Brothers 3, 
Attack of the Mutant Camels 
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BIT WARS! 


(Early 1990s—mid-1990s) 


Technology and artistry collided during the Bit Wars! era in a period 
of intense creativity. Game developers competed to deliver hardware 
that could process more “bits,” since increased power meant more 
sophisticated visual and audio experiences. 





Examples: Earthworm Jim, Star Fox, Super Mario World, SimCity 


TRANSITION 


(Mid 1990s-—early 2000s) 


The Transition era brought an explosion of games as artists moved 
from two dimensions to three. This transformed the visual and physical 
experiences as designers experimented with characters and worlds that 
were far more “real” than ever before. 


Examples: Tomb Raider, EINHANDER, Final Fantasy IV, Sonic 
Adventure, DOOM I! 


NEXT GENERATION 


(Early 2000s—present) 


Video games from the 2000s boast spectacular, photorealistic 
graphics, complex storylines, and innovative mechanics. Advanced 
technology and the internet allow for a rich variety of experiences, from 
massive online multiplayer worlds and mobile gaming, to the use of 
motion-sensitive technology and player-generated content. 


Examples: Halo 2, The Legend of Zelda: Twilight Princess, Mass Effect 
2, flOw, Minecraft 
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FREE Presentation & Book 
Signing: Achievement Unlocked: 
How Video Games Captured the 
World’s Imagination 

7 p.M., Little Theater 





In the 40-plus years since video games first winked 
into existence, they have become a global phenomena 
and emerged as an important artistic and storytelling 
medium in popular culture. Chris Melissinos, creator 
and guest curator of The Art of Video Games, traces 
the games’ journey from humble beginnings to global 
sensation, explores why we love them, and reveals how 
this groundbreaking exhibition came to be. Afterward, 
he will sign copies of the exhibition catalogue The Art 
of Video Games: From Pac-Man to Mass Effect ($40) 
co-authored by Melissinos and Patrick O’Rourke. 


#GameOn: The Art of Video Games Opening Party 
8 P.M.—MIDNIGHT, Main Museum 

? ] Celebrate the arrival of The Art of Video Games with 
dancing, light snacks, a cash bar, photobooth, food 
trucks and an epic rock-paper-scissors tournament. 
Feeling animated? Wear your graphic tee or dress up as 
your favorite video game character. Admission is free for 


Museum members and $20 for nonmember adults, $10 
for nonmember children ages 6-12. Pay upon entry. 


sponsored in partby €))H ANSON 
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FREE Panel Discussion: 

Gaming for a Living: The Life of a Pro-Gamer 

7 P.M., Little Theater 

Video games are a mainstream, $26 billion business. 
The average male gamer is 32 years old and the average 
female gamer is 42, hardly the stereotype of a teenager 
in the parents’ basement. Many gamers make a living 
playing video games and producing video game events. 
This panel discussion brings together pro gamers and 
video game personalities to discuss the business and 
lifestyle of the industry. Learn about the long hours of 
practice and travel, what goes into producing a major 
video game event, and the best moments of competition 
and victory. Moderated by Justin Yamek, co-founder of 
Beyond Gaming. 


FREE Film: War Games 

7 p.M., Little Theater 

A young computer whiz (Matthew Broderick) taps into 

a top secret Supercomputer which has control over the 
U.S. nuclear arsenal in this Academy Award-nominated 
thriller. When it challenges him to a game between 
America and Russia, he innocently starts the countdown 
to World War 3. Can he avert war and convince the 
computer he was only playing? (1983, 114 min.) 
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FREE Panel Discussion: 

Level Complete: The Future of Video Games 

7 p.m., Little Theater 

Three veterans and innovators in the video game 
industry talk about the future of video games in this 
panel discussion. With more than 20 years each 
producing video games, the panelists are pioneering 
new gaming frontiers. Potential topics, based on 
audience interest, may include the business of 
games; how to pitch a game; current trends; failures 
and successes; new platforms; the art of storytelling; 
and production processes, all with an eye to the 
cutting edge future of video games. Panelists include 
Nathaniel “Than” McClure, founder of Scientifically 
Proven; Navid Khonsari, creator of “1979 
Revolution:” and Blaine Graboyes, founder of Mash3 
and CEO of Beyond Gaming. 


FREE Film: The Last Starfighter 

7 p.m., Little Theater 

A teenage gamer, seemingly doomed to live out his 
days in a trailer park, finds himself recruited as a 
gunner for an alien defense force and asked to take 
the skills he showed in a video game into real combat 
to protect the galaxy from invasion. (1984, 101 min.) 


FREE Game Day at TMA 

Noon to 5 p.m., Throughout Museum 

Before video games, people played board games. 
Organized by UT-BASH, the University of Toledo's 
gaming organization, Game Day allows visitors to test 
their skills with new and classic board games at tables 
placed strategically throughout the Museum. 
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FREE Film: /ndie Game: The Movie 
7 p.m., Little Theater 
This 2012 documentary follows four independent 


game developers who have taken the industry by 
storm. (2012, 104 min.) 


FREE Masters Series: 

Brett Leonard 

6 p.m., Peristyle 

Born in Toledo, Brett Leonard 
is a visionary film and video 
director, writer, and producer. 
The Lawnmower Man, 
Leonard’s cautionary tale on 
virtual reality, was the most 
Successful independent film 
of 1992 and was acclaimed 
for its cutting edge computer 
animation and visual effects. Virtuosity (1992), 
Starring Russell Crowe and Denzel Washington, 
explored nanotechnology in a cyberpunk future. 
Leonard joins TMA Director Brian Kennedy in a 
conversation about the creative possibilities of digital 
technology. The Masters Series is sponsored in part 
by the TMA Ambassadors, a group of active Museum 
Supporters and fundraisers. For more information, 
visit toledomuseum.org/events/mastersseries. 
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EXPLORE THE 


MUSEUM 


Visit the galleries and discover 3 digital, video game-inspired works 
of art. 





Gallery 9: SaBa (Sam Sheffield and Barry Whittaker), Bunrakuraku, 
2012. Interactive installation. Lent by the artists. 


Wolfe Gallery: Cameron Gray, Thinking Hurts Too Much, 2013. 
Video. Collection of the Flint Institute of Arts. 


Gallery 29B: Rick Silva, En Plein Air, 2012-13. GIF. Lent by 
Bowling Green State University 






Georgia and David K. Welles 
Sculpture Garden 
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Add your name to the leaderboard. 


Please help keep exhibitions like this one free. 


Text TMA to 20222 to donate $5. 





Standard text messaging rates may apply. 


A one-time donation of $5.00 will be added to your mobile phone bill or deducted from your prepaid balance. All donations 
must be authorized by the account holder. All charges are billed by and payable to your mobile service provider. User must 
be age 18 or older or have parental permission to participate. By texting YES, the user agrees to the terms and conditions. 
Service is available on most carriers. Message & Data Rates May Apply. Donations are collected for the benefit of the Toledo 
Museum of Art by the Mobile Giving Foundation and subject to the terms found at www.hmef.org/t. You can unsubscribe at 
any time by texting STOP to short code 20222; text HELP to 20222 for help. 
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The Art of Video Games is organized by the Smithsonian American Art Museum 

with generous support from Entertainment Software Association Foundation, Sheila 
Duignan and Mike Wilkins, Shelby and Frederick Gans, Mark Lamia, Ray Muzyka and 
Greg Zeschuk, Rose Family Foundation, Betty and Lloyd Schermer, and Neil Young. 
The C.F. Foundation in Atlanta supports the museum’s traveling exhibition program, 
Treasures to Go. 


Front and back cover: Super Mario World, 1991, Hiroshi Yamauchi, executive 
producer; Shigeru Miyamoto, producer; Takashi Tezuka, lead director, Super Nintendo 
Entertainment System, Nintendo of America, Inc. © Nintendo of America, Inc. 


Page 2: Earthworm Jim, Doug TenNapel, original concept, character designer and voice 
actor; Tommy Tallarico, composer; Steve Crow, lead artist; David Luehmann, producer, 
SEGA Genesis, 1994, © 1994 Interplay Entertainment Corp. Earthworm Jim, the 
Earthworm Jim logo, Interplay, the Interplay logo, and “By Gamers. For Gamers.” are 
trademarks or registered trademarks of Interplay Entertainment Corp. in the U.S. and 
other countries. All rights reserved. 


Page 6: Mass Effect 2, Casey Hudson, director; Mac Walters, Drew Karpyshyn, writers; 
Casey Hudson, producer, Microsoft XBox 360, 2010, © 2010 Electronic Arts, Inc. All 
trademarks are the property of their respective owners. 


Page 8: Pitfall!, David Crane, Atari VCS, 1982, Activision Publishing. All trade names 
and trademarks are properties of their respective parties. All rights reserved. 


Page 10: Flower, Jenova Chen, creative director: John Edwards, lead engineer. 
Developed by thatgamecompany, LLC, Playstation 3, 2009, Sony Computer 
Entertainment America LLC. 


The Legend of Zelda © Nintendo of America, Inc. 


© Toledo Museum of Art 
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